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Abstract

Recent development of the domestic game industry for a wide variety of functional studies for the
game, uh, is an internationally accomplished. Functional elements of the game enough and stay in the
game, in addition to fun, educational, therapeutic, psychological, and emotional elements of the game is not
included in the game category is a new type of game. In this paper the creativity of a game based on
functional analysis and design of research on infant learning the game is for the purpose. The first study,
the concept of creativity, based on multiple intelligence theory, major Internet service on your website
popular among the baby learning to play the game as is the comparative analysis of factors of creativity.
Analysis to compare the relationship of our creativity and games and learning games for children it was
applied to design elements.
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[Table 2] Baby Learning Game Analysis
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